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GAMES PACK II is the second volume in DYNACOMP's collection of classic 
computer games. This assortment includes the very popular word game, 
JOTTO; two card games, CRAZY EIGHTS and ACEY-DEUCY; the computer hide 

and seek game of WUMPUS; and the fascinating simulation LIFE. Also 
included in this package is NUMBER GUESS and CALENDAR, a program which 
will inform you what day of the week any twentieth century date falls on. 











As in GAMES PACK I, all seven programs are incorporated into one master 
routine. A program is selected from the "menu" and run. After finishing 
the game, the menu is presented again and another game may be selected. 
Once GAMES PACK II is loaded into your computer, any game may be run or 
re-run without having to reload. 


Loading is straightforward. Simply use the appropriate LOAD or CLOAD 
command. For those computer systems requiring a program name for load- 
ing, use "GAMES2". All cassette versions of GAMES PACK II contain a 
back-up copy on side B of the cassette. In the unlikely event that 

side A will not load, try side B. Remember that recorders and recording 
equipment vary and that it may be necessary to adjust the volume setting 
in order to load successfully. In particular, we suggest a lower 

volume setting than normal for Apple cassette users. | 





After LOADing, type RUN. You will then be greeted by the following: 


HERE IS YOUR MENU OF GAMES? 


1 - JOTTO 

2 ~ ACEY-TEUCY 

3 ~- CRAZY EIGHTS 
4 - WUMFUS 

2 = LIFE 

6 ~ NUMBER GUESS 
7 ~ CALENDAR 


ENTER THE NUMBER OF THE GAME 
YOU WISH TO PLAY? 


After entering the desired number, the program will immediately branch 
to the selected program and execution will commence. The following are 
descriptions and instructions for the programs in GAMES PACK II. 


JOTTO: This is one of the most fascinating word guessing games. The 
rules are quite simple. One must guess the word which the computer has 
selected. The word will always be five letters in length and contain 
no repeated letters. The computer has a "vocabulary" of over 100 
different words and selects each word randomly. You will be able 

to have many JOTTO sessions without repetition. 


After the computer has selected a word, you must enter your guess. 
The word you enter must be five letters in length and should contain 
no repeated letters. The computer will then inform you as to how 
many letters in your guess are contained in the mystery word. 


A useful strategy in playing JOTTO is to find words which contain none 
of the letters in the mystery word. By such a process of elimination, 
one can determine the five letters of the selected word; but of course, 
not necessarily the correct order! 


One can also play a competitive game of JOTTO with another (human) 
player or players. In this version, each player enters a guess and 
then after getting the computer's response, clears the screen before 
the next player's turn. Whoever guesses the word first, is the winner. 


Play is continual until the word is guessed or the player gives up. 
You can find out what the computer's word was by simply pressing the 
RETURN or ENTER key on your computer (PET users should enter a zero 
as their "guess" otherwise the program will be interrupted without 
giving the word). The following shows a sample session of JOTTO. 


HERE IS YOUR MENU OF GAMES? 


1 - JOTTO 

2 ~ ACEY-DEUCY 

3 - CRAZY EIGHTS 

4&4 ~ WUMFUS 

J = LIFE 

6 ~- NUMBER GUESS 

7 ~ CALENTIAR 
ENTER THE NUMBER OF THE GAME 
YOU WISH TO FLAY? 
PL 

KXX JOTTO *xx 
I HAVE CHOSEN A WORD, 
Your stuess? MOUSE» 2 LETTERS 
Your duessi CRAZY» 1 LETTER 
Your sduessi HOUSE, 2 LETTERS 
Your suessi ATONEs 4 LETTERS 
Your suessi ALONE 
KKK CORRECT!!! kex 
YOU GUESSED IY IN 3 TRIES. 


ACEY DEUCY: This is a card game of chance. The computer will 
Tshutfle” a complete deck of cards and then "stack" the cards into 
a pile. You are informed of the values of the two top cards on the 
pile and then must place a bet that the next card turned up will 
have a face value falling between those of the two previous cards. 
To make the game even more interesting, you are always required to 
place a bet, even if it is a sure loser. The minimum bet allowed 
is one dollar, the maximum bet is ten dollars. 


Play is continuous. If you wish to end the game, place a bet of 
zero dollars. You will then be informed as to how much you made 
or lost on your bets. 


*e* ACEY DEUCY *** 


YOU START WITH $100 


HERE ARE YOUR FIRST TWO CARTS: 
4 AND 7 


WHAT IS YOUR BET?4 


YOU GET A KING 
SORRY» YOU LOSE. 
YOU NOW HAVE $ 96 


HERE ARE YOUR NEXT TWO CARDS: 
2 AND 7 


WHAT IS YOUR BET?10 


YOU GET A 5S 
YOU WIN!!! 


YOU NOW HAVE $ 106 


CRAZY EIGHTS: This exciting card game allows you to pit strategy 
against chance when playing against your computer opponent. The 
game is played by dealing out seven cards to each player. The top 
card of the remaining stack of cards is turned over and each player 
takes turns in attempting to rid his hand of all the cards. The 
player whose hand is emptied first wins that round and collects 
penalty points from the other player. 


Cards may be discarded only if the suit or face value of the card 
matches that of the upturned card. For example, after dealing the 
two hands, the top card is the seven of spades. The player whose 
turn it is can only discard a spade or a seven (any seven). In 
doing so, that discard becomes the new top card and the next player 
must discard according to that card's suit or face value. 


If you are unable to make a discard, then you must pick a card. 
This is accomplished by pressing the ENTER or RETURN key on your 
computer (PET users must enter a zero instead). You will then be 
given the next card on the pile. Note that when making a discard, 
enter the value of the card followed by the suit abbreviation. For 
instance, 7S for the seven of spades, QH for the queen of hearts 
and TC for the ten of clubs. 


While the main object of CRAZY EIGHTS is to get rid of all your | 
cards, penalty points are awarded to the winner. These points are 
based on the number and value of the cards remaining in the loser's 
hand. Each face card costs the loser ten points, any eight is worth 
fifty points, an ace is one point and any other card is worth its 
face value. When the hand is completed (or if both players cannot 
discard and all 52 cards have been played), the score is tallied 

and printed out. 


THE TOF CARD IS THE 2H 
YOUR HAND 

TH KS JH JS QH SC St 
YOUR PLAY: JH 


IT DISCARD THE 8H 
I DECLARE CLUBS AS THE SUIT. 


THE TOF CARD IS THE 8C 
YOUR HAND. 

TH KS JS QH SC SD 

YOUR FLAY ?SC 


I DISCART THE TC. 
I HAVE 3S CARDS LEFT. 


THE TOF CARD IS THE TC 
YOUR HAND: 

TH KS JS QH SO 

YOUR FLAY?TH 


I DISCARD THE 8f 
I DECLARE CLUBS AS THE SUIT. 


THE TOF CARD IS THE 8C 
YOUR HANI: 

KS JS QH SD 

YOUR FLAY: 

YOU PICKED THE 7H 


WUMPUS: The man-eating WUMPUS is hiding in one of twenty rooms. 
You must track him and shoot him, but be careful! If you enter the 
room in which he is hiding, he will eat you! 





The rooms are numbered and the computer will tell you which room 

you are in and what rooms are adjacent to your room. You will be 
asked whether you wish to shoot into a room or move into a room. 

If you shoot into a room and miss the WUMPUS, he will move to another 
room. If you elect to move into a different room, the computer will 
inform you whether you are closer or further from the WUMPUS. If 

you move very close to the WUMPUS, you can smell him! If you are 
unfortunate, you may enter a room with a bottomless pit. Good luck 
and watch out for the bats... 


YOU ARE IN ROOM 7 ADJACENT 
TO ROOMS 19» 14 3, 
SHOOT OR MOVE: § 

INTO WHICH ROOM? 3 


MISSED! 

WUMFUS IS MOVING. 

YOU ARE CLOSER TO THE WUMFUS. 
I SMELL A WUMFUS., 


YOU ARE IN ROOM 7 ADJACENT 
TO ROOMS 19% 14» 3, 
SHOOT OR MOVE: § 

INTO WHICH ROOM? 14 


HURRAH! ONE LESS WUMFUS. 


LIFE: This program demonstrates the behavior of a type of "cellular 
automata" which live or die according to the rules set forth by 
mathematician John H. Conway. See the October 1970 and subsequent 
issues of Scientific American magazine for in-depth discussions of 
this game. 





The program uses a grid to locate a starting configuration of cells. 
A cell can be either "dead" or "alive"; only the alive cells will be 
displayed. Each cell has an immediate neighborhood comprising all 
eight adjacent cells. A dead cell can become alive if it has three 
(and only three) living neighbors. A living cell will remain alive 
only if it has either two or three living neighbors. These rules 
provide for interesting patterns for each successive "generation". 


KKK LIFE xxx 


HOW MANY GENERATIONS FER DISFLAY? 


PI 

HOW MANY FOINTS? 

?S 

ENTER X*Y COORDINATES. 


PO? 


sae F ae 


P32 


P42 
PS y2 


PSy2 
GENERATION i 
KX K K XK X 


QO SURVIVED O DIED: 5 BORN. 
TOTAL= § 


GENERATION 2 


i 
HRM 
MM 


3 SURVIVED: 2 DIED? 6 BORN. 
TOTAL= 9 


GENERATION 3 


4 SURVIVEDs 5S OIEDs 4 BORN, 
TOTAL= 8 


GENERATION 4 


% 
% XH 3% 
% % % 3 
% HM FH 
% 


8 SURVIVED; 
TOTAL= 12 


GENERATION 5 


K x X 


% 2% 


x 

x 

* 
K x xX 


4 SURVIVED; 
TOTAL= 12 


GENERATION 6 


3 
x 


3% 
MM H 
% 
3% 
% HM H 


3 
%M HM FE % HM H 


% 


12 SURVIVED; 
TOTAL= 20 


O DIED: 


8 DIED 


O DIED: 


4 BORN. 


S$ BORN. 


8 BORN. 


7 


} 
i 


NUMBER GUESS: This appdars to be a simple enough game. All you have 


to do is guess the number that the computer has selected. The number 
will be an integer between 1 and 100. However, you only get seven 
guesses! As a clue, the computer will print a line. The closer you 
are to the number, the longer the line will be. 


XXX NUMBER GUESS *xx 


I AM THINKING OF A NUMBER, 


WHAT IS YOUR GUESS?SO 
KX XK 


WHAT IS YOUR GUESS?75 
* x 


WHAT IS YOUR GUESS?25 
IOKKKK 


WHAT IS YOUR GUESS?37 
KK KX 


WHAT IS YOUR GUESS?12 
XXX 


WHAT IS YOUR GUESS?20 
OK | 


WHAT IS YOUR GUESS?30 
KKK KKK 


SORRY BUT THAT’S 7 GUESSES. 
THE NUMBER WAS 28 


CALENDAR: Ever wonder what day of the week a certain event occured 

or will occur) on? Simply type in the month (use correct spelling!), 
the day and the year (twentieth century only). The computer will 
print out what day of the week that date fell on. 


MONTH? JULY 
DAY? 14 
YEAR? 1944 


THAT DATE IS A FRIDAY 





’ 
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